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OBJECT 


The worms capture territories 


by laying trails from dot to dot. 


Each dot lies 1n the center of 
a territory. 


SCORING 


l point goes to the worm that 
lays the last (sixth) trail in a 
territory. Scores are shown on 
the bottom of the screen. 


STARTING 


Choose the type of worm you 
want for each color that will be 
playing. Then start the game 
and begin training your worm! 


TYPES OF WORMS 


There are five worms built into 
the program. You may also play 
with worms you have saved 
from previous games (see Ref- 
erence Card). The five worms 
are as follows: 

NEW The worm is untrained. 
You must train it as you play 
the game. 

AUTO This worm is just like 
NEW, but the computer trains 
the worm to make smart moves 
as it plays the game. 

WILD The computer trains the 
worm randomly for all possible 
moves before the game begins. 
SAME The worm which played 
this color in the last game is 
used again in this game. 

----- The worm is asleep and 
doesn’t play. 


A. The screen is 
covered with dots. 
Each dot lies in the 
center of a territory. 


Once a worm recog- 
nizes a movement 
pattern, it will move 
automatically, 

until it runs into 
something. 


G. Several moves 
later, the red worm 
is coming back. It is 
changing the ter- 
ritory's color again. 


How to Play 


B. Worms start in 
the center and can 
move in one of 6 
directions. See the 
Reference Card for 
movement 
commands. 


E. The worm that 
needs a movement 
command is flash- 
ing, and its name 
is underlined at 
the bottom of the 
screen. 


H. The red worm 
has scored a point 
by laying the last 
(sixth) trail in the 
territory. The terri- 
tory flashes when 
the point is scored. 


C. When worms 
move, they leave 

a trail behind. 
Notice a trail is 
half in one territory 
and half in another. 


F. When a worm 
adds a new trail to 
a dot's territory, 


Il. Red and black are 
headed for the 
same dot. The 
worms will die 
because they 
cannot move. 
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D. Move your worm 
in the direction you 
want. The worm 
cannot move along 
an existing trail. 


all other existing 
trails in the ter- 
ritory turn to 
that color. 


J. When all the 
worms are dead, the 
game is over. Each 
territory flashes, 
and the score is 
shown. 


How Worms Understand Their Training 
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Step 1. The worm Let's train the worm Step 2. Now the The worm will now 
starts in the center to zigzag. Move it worm is in a new remember that 
territory. It can to the right. territory with one when it encounters 
move in one of six trail going off to — e it moves 
directions, but it the left (—— ). — 
doesn't know which Move the worm to the 
to choose. lower left (779). 
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Step 3. In this ter- Now it will remem- Step 4. Since the move to the lower 
ritory, there is a trail ber that when it worm remembers left. And so it 
coming in from the encounters d this configuration continues... 
upperright( e ). it moves fy. from step two, it 
Move the worm to remembers to 


the right ( dæ ). 
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Step 5....until the Step 6. If you move The worm recog- 
worm moves into a the worm to the nizes this from 
configuration lower right, it en- Step 3, so it will 
(—&— ) it does not counters € in move da. 
recognize. The play- the next territory. 


er must now tell the 
worm what to do. 


OTHER COMMANDS: 


Keys 1 to 9 set speed of the worms. Speed can be set any time during the game. 


1 is slowest. 
7 is the default. 
9 is fastest. 


ESC — Freezes the game; press key again to resume game. 

G — Turns grid off so dots disappear; press key again to have dots reappear. (This command can only be used at 
the beginning of a game.) 

F — Territories that flash because they have had the last (sixth) trail laid continue flashing for the rest of the game; 
press this key again to turn continual flashing off. 

S — Saves worms onto separate disk. 

L — Loads worms from separate disk. 

U — Updates already saved worms. 

D — Directory of saved worms. 


NOTICE 
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